Texture Mapping

OpenGL Texturing
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O OpenGLOj|Al Bl AKX & (texture mapping)= £lot 3 tHA|

n HIAK 25}
glEnable(GL_TEXTURE_2D)

- HAN YW (AT, BH ) Yo
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT)
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT)
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR)
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR)
glTexImage2D(GL_TEXTURE_2D, 0, GL_RGB, width, height, 0, GL_RGB,

GL_UNSIGNED_BYTE, imageData)

= BIAKX X}E (texture coordinates) X|&™
glTexCoord2f(0, 0);
glVertex3f(-1.0, -1.0, 0.0);
glTexCoord2f(1, 0);
glVertex3f(1.0, -1.0, 0.0);

OpenGL Texture Names

glTexImage2D

o BIAXO| 0|5 (name) X|HS}7| (texturelD)
GLuint texturelD;
glGenTextures(1l, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexImage2D(...);
glBindTexture(GL_TEXTURE_2D, 0);

glBindTexture(GL_TEXTURE_2D, texturelD);

o glTeximage2D(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLsizei height, GLint border,
GLenum format, GLenum type, const GLvoid *pixels);

m target: GL_TEXTURE_2D
= level: HlAXN POl Ot S =8 X[ RSH7| @lsh &7F.
UHel s =S X752 H 1= 4.
BB (mipmapping)of A&
2t HANE Qo Cho| 37| & 7HX| AL & O|0|X[ & AMESHK|
RE=CHH SR X
= internalFormat: YEI& © 2 formatdt Z4 2. RGBZ}H 3, RGBAZIH
42 MH
» width, height: ElAX 0|0|X| 2| {H|Q} &0|= 29| XAF52 2 E|0{0f
SH(Z, 2,4, 8, 16, 32, 64, 128, 256, 512, etc)
= border: EIAMO[ HA M HH|E X|74. & 00|11 0|O|X| H|O|E{ 7t
borderE 7tX|1 Qo™ 12 X|H.
= type: HIAX O|0|X| H|O|Ho| A4S &7F.




glTexImagelD

glTexSubImage2D

o glTeximagelD(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLint border, GLenum

format, GLenum type, const GLvoid *pixels);

O glTeximage2D() g== 2AHY ElAX O[O[X|E 2[5}
glTeximage1D( &= 141l BAK O|0X|E FHo|
glTexImagelD() & = 2} glTeximage2D()

AP E D eAXtel of s AL

glTeximage2D()&t =0 3t O|O| X| El A X O] height(=0])

OIx}7} £ 7bElCh

o BHAKX 37|17t 29| &4(e.g., 64x64, 128x256, ..)7} OFLl
A9 HAH O[0|x|e| YLD 90l S O AL

o glTexSubIlmage2D(GLenum target, GLint level, GLint
xoffset, GLint yoffset, GLsizei width, GLsizei height,
GLenum format, GLenum type, const GLvoid *pixels);

OpenGL Texture Coordinates

OpenGL Texture Coordinates

o A WO AFGE D AN o) HAK HE

geloHofF ot

o
= o
= gluQuadricTexture(quadric, GL_TRUE) & A2}

g9zt

O OpenGLOA HIAN ZtE = HIAK O|0|X|Q| Zt €& (S,
Nol 05H 19| 9oz Y&,
O OpenGLOJA 2+ HEHZ HAKN ZEES X|H8}0F T
o Y| BlAN AHEI} 2K o] EHO| 27HE|0f LIEHY.
t (2.5,5.0,0.0)
(0,1)

(0.0,0.0,0.0

— s
Texture space (10)
P Object space (3.0,-2.0,0.0)




0 HANE ol 127 9y ek gls.
0 7|515H BHO|LE SAK FHE ARSO| MH2kA, 0]0|X| 7}
0 o R et +& 9IS,

eanple

Texture Coordinates
(0,0)
(1,0)
1,1
01)
Vertex Positions
(-1.0, -1.0, 0.0)
(1.0, -1.0, 0.0
(rMousePosX, rMousePosY, 0.0)
(IMousePosX, IMousePosY, 0.0)

0 OpenGLOJA EIAN ZtETL [0, 1]F Y2 HO{E HL0
texture wrappingdti o 2 X o|st:
GL_CLAMP, GL_CLAMP_TO_EDGE, GL_REPEAT,
GL_MIRRORED_REPEAT
O AFZHEO| 4709 HIANH{ZTIHE (0,0), (0,3.5), (3.5,0),
(3.53.5) 2 Heolst of

Clamp Repeat &Clamp

Wiy

O Mipmap2 O|™ mipmap LHH|Qt Z9o| AHE 37|¢.
ANt ’“OP" w5, ECf B2 20| oF DA

ﬁl**’*ﬂfe TSR 22 & UL HEtA 7#X1I7f =Y o

Bl AKX 7t flickering®t A LIEHE &= /U=

B2 O|H flickeringz X & E0E & US. A2fLt etHe =2
S[0j5HA 2.

GL_LINEAR GL_LINEAR_MIPMAP_LINEAR

{ MEZ2 flct 263 2y
[ 2™ ZE (nearest neighbor filter)
GL_NEAREST
O|M3 ZE (bilinear interpolation filter)
GL_LINEAR
& Me ZH (trilinear interpolation filter) — mipmap filter
GL_LINEAR_MIPMAP_LINEAR
=3t L (hybrid filter)
GL_NEAREST_MIPMAP_LINEAR
GL_LINEAR_MIPMAP_NEAREST
GL_NEAREST_MIPMAP_NEAREST




OpenGL Texture Filtering

O glTexParameter{if}v(GLenum target, GLenum pname,
TYPE *param);
= GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP_T

GL_CLAMP, GL_CLAMP_TO_EDGE, GL_REPEAT,
GL_MIRRORED_REPEAT

GL_TEXTURE_MAG_FILTER
GL_NEAREST, GL_LINEAR

GL_TEXTURE_MIN_FILTER
GL_NEAREST, GL_LINEAR (Mipmap& AF23IX| %= A2)
GL_NEAREST_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_LINEAR,
GL_LINEAR_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_NEAREST

GL_TEXTURE_BORDER_COLOR
[0.0, 1.0]8 2l gt
GL_TEXTURE_PRIORITY

OEEL

Texture Environment Parameters

0 gITeEnv(fiVI()E AL8I0] EIAKo| M (C, A) It i)
Ha[sre maf QB TAM (C, A)S OfEH S X
Mxist
= GL_TEXTURE_ENV_MODEQ| B E:

GL_MODULATE: BlAX{0] A M1} S 0] FOIX|S 42
Féo2 M AN YTglol FoE SYS WRI}S
GL_DECAL: ElAX{O| MO| ZiX|ol MES 2AMS| AH™

GL_BLEND: 2t@ Ain} shdst
GL_REPLACE: ElAX{ MOF At}
o GL_BLENDQO| st M2 GL TEXTURE_ENV_COLORS 2
R Fgt
GLfloat blendcolor[] = {0.0, 1.0, 0.0, 0.5};

glTexEnvfv(GL_TEXTURE_ENV, GL_TEXTURE_ENV_COLOR,
blendcolor);

Texture Environment Parameters

OpenGL Texture Movies

int. format ‘ GL_REPLACE ‘ GL.MODULATE
GL.ALPHA C=0Cp A=A C=Cp, A= AgA,
GL_LUMINANCE C = Ly, A= Ay C = Cple, A= Ag
GL.LUMINANCEALPHA || € — Lo, A — A O Cple, A= AsA,
GLINTENSITY C—l, A=k O = Oyl A — Agl
GL_RGB C=0C A= Ay C = CsCr, A= Ay
GL.RGBA CCL A A OO0 A Ard

int. format GL_DECAL GL_BLEND
GL ALPHA undefined O =0y A= AgAd
GL_LUMINANCE undefined C = Cpl = Le) + CoLe, A = Ay
GLLUMINANCE.ALPHA || undefined C=Cr(l = L)+ Cele, A = Ay Ay
GLINTENSITY C = Cr(1 = 1)+ Codey A= Ag(1 = 1) + Al
GL.RGB C = Ci A= Ay C=Cp(l—Ci) + CeCr, A= Af
CL_RCBA C=Cpl— A+ CAL A= Ay | C = Crll —C) + O, A = Apiy

o ElA X 0|0|X| sequenceE 0|23} flipbook Off L|H| O M
NS
= initTexture()BH=0| A A BEIAKN O|O|X|E 20 E¢
m idle() 20l A currentTexturelD-E updatest
m drawTexture()et=0 M= S U MM FEQ HIAKXN ZHHEO
glBindTexture(GL_TEXTURE_2D, currentTexturelD);& A}23}0
=z AT ot AN E bindinggh - OfL|Of|0|d 2UHE =

imagel image?2 image3 image4 image5 image6




OpenGL Compressed Textures

O glCompressedTexImage2DARBE AtE3510] Y=ol
HANES YT 4 UL,
= UH|Q} =0|2| RGB {2 71 Y HMAXELE Q0 AKX =
HEZ2 AHEES £0|1 el O = U
m glCompressedTexImage2DARB(GL_TEXTURE_2D, 0, format, width,
height, 0, size, imageBuffer);

OpenGL Texture Coordinate Generation

o OpenGLOJAE BAX ZEE XSHOR2 WHE + U
oS, TWHOE YA KE ASHYS B0}
glEnable(GL_TEXTURE_GEN_S), glEnable(GL_TEXTURE_GEN_T)
= GL_TEXTURE_GEN_MODE R E:
GL_OBJECT_LINEAR, GL_EYE_LINEAR, GL_SPHERE_MAP
= B9 (plane)g X|3H0F B - BHOREE 0| Halof ES £
SAH FES 44

glTexGenfv(GL_S, GL_OBJECT_PLANE, planeCoefficients)

planeCoefficients = {1,0,0,0 };

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_OBJECT_LINEAR) ;
glTexGenfv(GL_S, GL_OBJECT_PLANE, planeCoefficients);
glEnable(GL_TEXTURE_GEN_S) ;

glBegin(GL_QUADS) ;

glVertex3f(-3.25, -1, 0); glVertex3f(-1.25, -1, 0) ;
glVertex3f(-1.25, 1, 0); glVertex3f(-3.25, 1, 0) ;

glEnd() ;

OpenGL Sphere Mapping

0 OpenGLOA|= 7+ W& (sphere mapping) X| &
= 7 U HAN ZHHEE view HE 7 7 BHO| EH HEO
HEALE reflection HIE| 2 A AHE]L
= HEAMMIE S 2X1R "AN xte 2 PWESE Ao
SIER O, 2ZEQIZE F910| 75,
= J2{Lt @Y O[O|X|E Fot= A0 o2& 3602 FHEAFZS
B2 O|0|X|{OF &). OFF {2 &t dl=0f oot 2

- o~

ToOt7ALL YA B S 08010 DAY UE e

[~
rm
ot
E

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP) ; Object in

glTexGeni(GL_T, GL_TEXTURE_GEN_M .» SPHERE_MAP) ; environment

glEnable(GL_TEXTURE_GEN_S) ; \
glEnable(GL_TEXTURE_GEN_T) ; >

Intermediate
surface

OpenGL Box Mapping

O OpenGLOAl= YN BE (box mapping) X| &
n YEHN T2 "tAL B (reflection mapping)2| SHLIH
s 2L YN 3K HAK ZHHEE ALEGOF &
m HHAEIANE S22 28 M e 2ENQl 6T 2K ElAK
glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;
glTexGeni(GL_T, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) :
gITeXGeni(GL_R, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;

glEnable(GL_TEXTURE_GEN_S) ;

glEnable(GL_TEXTURE_GEN_T) ; n r
glEnable(GL_TEXTURE_GEN_R) ; X\ /
glEnable(GL_TEXTURE_CUBE_MAP); % [




Multitexturing

o HE| HIAKN (Multitexturing)

= SfL} O] o] MANME AN o HEWM HEHE 2HE =0|l= 87

Multitexturing

o Single-Pass vs. Multi-Pass Multitexturing
= A= IA OHE HANY 2 StLtol AT TfA QFoj| A
HAME o2 7 Yol= A
= OHE & OFE HANZ2 SHEe = YHOILL ChAY XM E
ofgf ¥ M Ysh= A
o 2t0|E Of& (Light Mapping)

= =NEHO| 87| S Althot= o E*'Axﬁf =g 21 =93

=
|

o OpenGL 1.2.1 revision (ARB_multitexture extension) 2UHOR QS [H =M T &Y (69 Quake S A2

Incoming Texture O Texture 1 Resulting
Fragment — . : -

Environme Environme Color =

Color
T T
Texture O Texture 1
Color Color
y A\
(1,1) (1)

Single-Pass Multitexturing

GLuint vbo[4]; X
gIG.enBuffers(4, &vbol0]); ' (-1,-1) 0,0)
glBindBuffer(GL_ARRAY_BUFFER, vbol[0]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec3), &quadVertices[0], GL_STATIC_DRAW);
glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(0);

gIBindBuffer(GL_ARRAY_BUFFER, vbo[1]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec3), &quadNormals[0], GL_STATIC_DRAW);
glVertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(1);

glBindBuffer(GL_ARRAY_BUFFER, vbol[2]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(gim:vec2), &quadTextureCoords[0], GL_STATIC_DRAW
glVertexAttribPointer(2, 2, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(2);

glBindBuffer(GL_ARRAY_BUFFER, vbol[3]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec2), &quadTextureCoords[0], GL_STATIC_DRAW
glVertexAttribPointer(3, 2, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(3);

Single-Pass Multitexturing

o Bind and enable two 2D multitextures to draw a quad

// stage O activate
glActiveTexture(GL_TEXTUREO);
glBindTexture(GL_TEXTURE_2D, texture0);
// stage 1 activate
glActiveTexture(GL_TEXTUREL);
glBindTexture(GL_TEXTURE_2D, texturel);

drawSquare();
// texture disabled
glBindTexture(GL_TEXTURE_2D, 0);




Billboarding

o WEE 7|
. Af’—.*%iol 78 P 7t Ete| §ES oot0] HiZtEEE RtE
L d

B2t O] WBOIA Hiet=orE Atzh

\uo>

rlorr

110 Mo SEAF 7E'+g E% HO|=H &

y = AE O=M, @2 KXW 20| LtFE LIEIL AL & I LS O3

dzlos EaoIA 20 L2 O[0|X|E YeC 2 18l
0.0 X = I EAX 7| Eat ofL{Bfo]M0] AorE LRE JIEH2 K
: penGL. EOZ 2| o ojaf BiMe EHSIEH AL : 17|, &, o,
(-1,-1,0 1,-1,0)
______________________________________
Billboarding
48 ¥
Billboarding Billboarding

o YHEHE 22|

RO W2, 2 AEES Hr rEEE Modelview 3§ &

-/ O O

o|g3to] A’ Mg E o7

= vertex& ZFljof g

= Modelview Y &0 = ﬂ_ngm A|7,g101| CH8H S~ E{ (up
vector) 2} %i?”_*l E{(right vector) dE 7} /JUS

Glfloat M[16];

glGetFloatv(GL_MODELVIEW_MATRIX, M); E
Up-vector Look-vector P
N : Up-vector L‘!‘]
myjmy ;| mMy; Mg .
my i m5i ! m6i m, i
Mg | | My}; My My
my; Mgz Mgy Mys

o Axial Symmetry
n BHE AFZEHO| vertical axisE MO E 3| (rotate) o OF &
= Modelview matrix MO||A{ &2 E{ 7}0|2}2| yaw angleS H|Atst

theta = 180.0f * atan2f(M[8], M[10]) /M_PIL
Look.x Look.z
m B EHE AFZS 9| Rotation matrix R arbirary axis (ZEIX O Z up
vector=(0, 1, 0))1f angle (Z}H|2} yaw angleQ| HICH)Z A Atgt

R=Icos@+Synmetric (1—cosé)+Skew sin

a+cosdl-a;)  aa(l-cos6)-a,shé aa,(l-cost)+a,sine
=laa (l-cosd)+a,snd  a +cosfl-a)  aa,(l-cosd)—a,sin g
aa (l-cost)—a,snd aa,(l-cosd)+asingd  a +cosil-a;)




Point Sprites

Point Sprites

O Point SpritesO|2F 3}EQ|0f 7|HIo| RIHE 7oz,
AHE Ol 2 M IHEIZ 2l
At (Particle)S AN A2t 04| (Quad) CHAl H
(Poin) & ARESHY X|7d ¢t

o OpenGL extension (GL_ARB_point_parameters &
GL_ARB_point_sprite)

W almix

A|AHE (Particle System)Of| A Ct==9|

o =2y X2 8l|E Zet
#include <GL/glext.h>

PFNGLPOINTPARAMETERFARBPROC  glPointParameterfARB = NULL;
PFNGLPOINTPARAMETERFVARBPROC  glPointParameterfvARB = NULL;

Point Sprites

Point Sprites

o S XY Ol 20l W B4 EOIE| MY
char *ext = (char*) glGetString(GL_EXTENSIONS);
if(strstr(ext, "GL_ARB_point_parameters") == NULL) {

printf("GL_ARB_point_parameters extension was not found#n");
return;
} else {

glPointParameterfARB = (PFNGLPOINTPARAMETERFARBPROC)

wglGetProcAddress("glPointParameterfARB");

glPointParameterfvARB = (PFNGLMULTITEXCOORD2FARBPROC)

wglGetProcAddress("
glPointParameterfvARB ");

if(! glPointParameterfARB || ! glPointParameterfvARB ) {

printf("One or more GL_ARB_point_parameters were not found#n");

return;

}
}

o glPointParameterf[v]ARB (GLenum pname, GLfloat
param);

GL_POINT._SIZE MIN_ARB (default: 0.0)

GL_POINT._SIZE MAX ARB

GL_POINT.FADE THRESHOLD SIZE ARB (default: 1.0)

GL_POINT._DISTANCE ATTENUATION_ARB (default: 0, 0, 0)

o Point sprite@ £ texture coordinate2 X|™S|11 enable gt

m glTexEnvf(GL_POINT_SPRITE_ARB, GL_COORD_REPLACE_ARB,
GL_TRUE);
m glEnable(GL_POINT_SPRITE_ARB);




Point Sprites

o Point £ i

// enable point sprites...
glEnable(GL_POINT_SPRITE_ARB);

glBegin(GL_POINTS);
for (inti = 0; i < MAX_PARTICLES; ++i) {

glColoraf(g_particles[i].col[0], g_particles[il.col[1], g_particles[i].col[2], 1.0f);

glVertex3fv(g_particles[i].pos);

}
glEnd();

// disable point sprites
glDisable( GL_POINT_SPRITE_ARB );

Reference

o OpenGL Billboarding Tutorial
http://www.lighthouse3d.com/opengl/billboarding
o SIGGRAPH'97 Advanced OpenGL Programs

http://www.opengl.org/resources/code/samples/advanced/advanc
ed97/programs/programs.html

o OpenGL Point Sprites

http://www.informit.com/articles/article.aspx?p=7706398&8seqNum=
7

o Particle Systems http://www.gamedev.net/




